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This research is the quasi-experiment research by pre-experimental and post-
- experimental evaluating. The purpose were finding the effectiveness of studying game and
developing the achievement of animal studying unit. The studying tool was studying game in
form of CD, the test was for developing the studying achievement and observing behavior of
using studying game. The experimental group were 40 kindergartener at Ban Tocy school for
finding the effectivencss of studying game. And 45 kindergartener at!Ban Muangsamsib
(Umnuaypanya) school for using studying game in developed the study achievement. The data
was analyzed for finding the process effectiveness per the achievement effectiveness (E1/E2) and
the effectiveness index of studying game (E.I). In the test was used for developing the
achicvement of studying and observing behavior of using studying game. The statistics of
analyzing data were frequency, percentage, Mean and standard deviation.

The rescarch result found that the effectiveness (E1/E2) of studying game was
85.80/84.46. The effectiveness index (E.I) is 0.53 which was higher than standard. The
developing achievement of discrimination ability after using studying game found that 81% of
students passed the standard of full-score. 41 students or 75% which was 91.1% of 45 students at
higher standard. And the behavior of using studying game found that the curiosity of students was
at X =4.51 , the interesting of answering question of students was at X =4.50 and the expression

opinion of students was at X =4.44.





